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ABSTRACT	  
	  
Like	  many	  people,	  I	  spend	  a	  lot	  of	  time	  in	  my	  head,	  in	  an	  elaborate	  fantasy	  world	  
that	  fills	  my	  psychological	  need	  to	  feel	  important,	  powerful	  and	  loved.	  In	  this	  interior	  space	  
we	  can	  act	  out	  fantasies	  in	  which	  we	  can	  be,	  do,	  and	  have	  whatever	  we	  want.	  For	  men,	  this	  
involves	  being	  a	  hero	  and	  getting	  their	  “dream	  girl.”	  Having	  an	  imagination	  is	  healthy.	  
However,	  the	  ubiquity	  today	  of	  television,	  video	  games	  and	  the	  internet	  has	  transformed	  
our	  fantasy	  world	  into	  one	  that	  is	  not	  coming	  from	  inside	  but	  from	  outside.	  Our	  perceptions	  
about	  desire,	  attraction,	  perfection,	  the	  opposite	  sex,	  ourselves	  and	  the	  relationship	  
between	  all	  of	  these	  things	  can	  be	  grossly	  distorted	  by	  too	  much	  time	  in	  this	  “hyper-­‐real”	  
world	  made	  up	  of	  our	  own	  thoughts	  and	  shaped	  by	  pixels	  on	  a	  screen.	  My	  art	  is	  an	  
investigation	  of	  these	  “hyper-­‐real”	  worlds,	  which	  explores	  personal,	  symbolic	  narratives	  
that	  are	  filled	  with	  characters	  shaped	  by	  this	  disconnect	  from	  reality.	  This	  exploration	  is	  an	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This	  body	  of	  work	  deals	  with	  the	  tension	  between	  fantasy	  and	  reality	  in	  regards	  to	  
how	  men	  relate	  to	  women,	  as	  well	  as	  the	  power	  that	  the	  media	  and	  narratives	  we	  consume	  
can	  have	  on	  the	  perception	  of	  the	  opposite	  sex.	  These	  perceptions	  can	  create	  a	  feeling	  of	  
disconnectedness	  from	  people,	  particularly	  to	  the	  opposite	  sex.	  This	  body	  of	  work	  utilizes	  a	  
particular	  group	  of	  recurring	  characters	  as	  metaphors	  for	  the	  ideas	  being	  explored:	  the	  
Spaceman,	  the	  turtle,	  the	  princess,	  the	  playboy	  bunny,	  and	  the	  Spacegirl.	  Each	  of	  these	  
characters	  represents	  an	  aspect	  of	  desire	  or	  perception.	  The	  Spaceman	  represents	  a	  desire	  
for	  connection	  and	  the	  perception	  that	  one	  is	  separate	  from	  the	  world.	  The	  princess	  
represents	  a	  desire	  for	  an	  ideal	  woman	  and	  an	  unrealistic	  perception	  of	  women.	  The	  
playboy	  bunny	  represents	  sexual	  desire	  and	  the	  one-­‐sided	  perception	  of	  women	  as	  sexual	  
objects.	  The	  Spacegirl	  represents	  a	  more	  realistic	  perception	  of	  the	  opposite	  sex	  and	  a	  
desire	  to	  connect	  with	  someone	  real.	  Finally,	  the	  turtle	  represents	  withdrawal,	  a	  desire	  to	  
hide	  away	  from	  the	  world.	  	  
The	  character	  dubbed	  the	  “Spaceman”	  is	  cocooned	  inside	  a	  space	  suit	  that	  protects	  
him	  but	  also	  isolates	  him	  from	  the	  rest	  of	  the	  world.	  Traditionally	  the	  astronaut	  is	  seen	  in	  
our	  culture	  as	  a	  heroic	  figure,	  a	  brave	  explorer	  who	  goes	  out	  into	  the	  unknown,	  risking	  his	  
life	  in	  order	  to	  expand	  human	  knowledge	  and	  potential.	  This	  spaceman	  is	  the	  complete	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opposite,	  hiding	  inside	  his	  suit,	  wasting	  his	  time	  and	  potential	  in	  mundane	  situations.	  He	  is	  
sometimes	  shown	  playing	  video	  games	  or	  looking	  at	  a	  smart	  phone,	  insulating	  himself	  even	  
further.	  This	  is	  doubly	  ironic	  as	  the	  prints	  themselves	  could	  be	  considered	  an	  escape	  from	  
reality.	  The	  design	  of	  the	  Spaceman	  is	  an	  original	  creation	  with	  only	  a	  small	  amount	  of	  basis	  
in	  reality.	  On	  his	  helmet	  there	  is	  an	  antenna	  shaped	  like	  a	  screwdriver	  that	  represents	  the	  
ability	  to	  affect	  change	  in	  the	  world	  but	  also	  has	  a	  phallic	  aspect,	  giving	  it	  potential	  to	  
represent	  sex	  or	  sexual	  desire.	  It	  also	  represents	  the	  mind	  since	  it	  is	  often	  jutting	  out	  of	  a	  
character’s	  head.	  The	  helmet	  also	  obscures	  the	  Spaceman’s	  face,	  allowing	  the	  viewers	  to	  
place	  themselves	  into	  the	  situation.	  On	  the	  Spaceman’s	  belt	  is	  an	  electrical	  socket	  that	  
represents	  the	  longing	  for	  connection	  and	  an	  old	  videogame	  controller	  that	  is	  a	  symbol	  for	  
the	  influence	  of	  videogames	  and	  digital	  media	  on	  the	  mind.	  The	  suit	  is	  reminiscent	  of	  retro	  
science	  fiction	  illustrations	  as	  well	  as	  cartoons	  from	  childhood	  and	  seems	  like	  the	  kind	  of	  
spacesuit	  a	  kid	  might	  envision.	  The	  design	  is	  influenced	  by	  the	  comic	  strip	  Calvin	  and	  
Hobbes	  by	  Bill	  Watterson,	  in	  which	  the	  main	  character,	  Calvin,	  a	  six	  year	  old	  boy,	  would	  
create	  worlds	  in	  his	  imagination	  that	  were	  incredibly	  elaborate	  and	  stereotypically	  boyish.	  
One	  of	  these	  fantasies	  was	  Spaceman	  Spiff,	  who	  flew	  around	  in	  a	  spaceship	  exploring	  outer	  
space	  and	  blasting	  aliens	  with	  his	  ray	  gun.	  This	  kind	  of	  spaceman	  was	  a	  fun	  visual	  design	  to	  
juxtapose	  with	  the	  depressing	  idea	  he	  represents.	  	  
The	  turtle	  represents	  insecurity	  and	  the	  natural	  human	  instinct	  of	  hiding	  away	  from	  
problems	  and	  people	  instead	  of	  dealing	  with	  them	  directly.	  The	  turtle	  is	  like	  the	  
Spaceman’s	  sidekick	  and	  is	  also	  a	  nod	  to	  Calvin	  and	  Hobbes,	  as	  it	  had	  a	  tiger	  as	  the	  main	  
character’s	  best	  friend.	  This	  also	  links	  the	  ideas	  of	  insecurity	  and	  nostalgia,	  since	  dreading	  
the	  future	  can	  lead	  a	  person	  to	  cling	  to	  the	  past,	  including	  the	  pop	  culture	  from	  their	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childhood.	  The	  turtle	  shell	  also	  appears	  as	  a	  pattern	  or	  motif	  in	  the	  background	  to	  create	  an	  
environment	  and	  to	  show	  that	  these	  fantasies	  and	  adventures	  can	  be	  a	  way	  of	  hiding	  from	  
the	  real	  world.	  It	  creates	  a	  non-­‐literal	  environment	  in	  which	  the	  characters	  may	  interact.	  
The	  turtle	  shell	  as	  a	  decorative	  motif	  creates	  a	  more	  ambiguous,	  non-­‐literal	  space	  and	  
further	  pushes	  the	  idea	  that	  the	  characters	  inhabit	  a	  world	  that	  is	  disconnected	  from	  
reality.	  A	  background	  made	  up	  of	  a	  turtle	  shell	  pattern	  also	  represents	  the	  way	  insecurity	  
can	  completely	  shape	  how	  the	  world	  is	  perceived.	  The	  choice	  of	  using	  a	  pattern	  as	  an	  
environment	  comes	  from	  the	  influence	  of	  the	  Japanese	  printmaker	  and	  illustrator	  
Yoshitaka	  Amano,	  whose	  figures	  float	  through	  a	  highly	  decorative	  space	  that	  expresses	  an	  
emotion	  rather	  than	  describes	  an	  environment.	  Amano’s	  work	  also	  links	  this	  body	  of	  work	  
to	  the	  Symbolists	  and	  Art	  Nouveau,	  especially	  Gustav	  Klimt	  and	  Alphonse	  Mucha	  who	  both	  
influenced	  him.	  All	  of	  these	  artists	  juxtapose	  stylized,	  flattened	  patterns	  with	  the	  human	  
figure.	  They	  also	  make	  extensive	  use	  of	  the	  female	  figure.	  The	  influence	  of	  these	  artists	  also	  
affects	  the	  depiction	  of	  women	  in	  this	  body	  of	  work	  simply	  because	  of	  how	  ubiquitous	  they	  
are.	  Women	  can	  seem	  to	  serve	  as	  nothing	  more	  than	  decoration	  in	  some	  of	  this	  art.	  
Men	  often	  view	  women	  through	  a	  distorted	  lens	  of	  fantasy	  that	  is	  constructed	  from	  
the	  pop	  culture	  and	  digital	  media	  consumed	  on	  a	  regular	  basis	  from	  an	  early	  age.	  This	  
distorted	  perception	  creates	  an	  ideal	  that	  no	  one	  can	  live	  up	  to.	  This	  body	  of	  work	  explores	  
this	  concept	  through	  the	  use	  of	  three	  female	  characters	  that	  represent	  different	  aspects	  of	  
how	  men	  perceive	  women.	  These	  three	  figures	  are	  the	  princess,	  the	  playboy	  bunny	  and	  the	  
“space	  girl,”	  the	  distaff	  counterpart	  to	  the	  spaceman.	  The	  princess	  is	  a	  far	  off	  ideal	  who	  
embodies	  the	  kind	  of	  perfection	  that	  no	  one	  could	  possibly	  attain	  in	  real	  life.	  The	  playboy	  
bunny	  represents	  pure	  carnality	  and	  utilitarian	  sexuality.	  The	  space	  girl	  is	  a	  real	  human	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who	  isn’t	  completely	  idealized,	  a	  space	  explorer	  like	  the	  spaceman	  that	  he	  can	  empathize	  
with	  and	  see	  as	  a	  person.	  This	  work	  questions	  the	  value	  and	  morality	  of	  the	  imagery	  chosen	  
since	  it	  could	  be	  considered	  sexist.	  There	  is	  progression	  with	  the	  princess,	  the	  playboy	  
bunny,	  and	  the	  space	  girl.	  It	  is	  meant	  to	  represent	  a	  maturation	  of	  the	  male	  psyche	  and	  
what	  he	  might	  envision	  a	  perfect	  match	  to	  be.	  There	  might	  not	  be	  any	  princesses	  or	  
playboy	  bunnies	  in	  the	  real	  world,	  but	  there	  are	  astronauts	  out	  there.	  	  
The	  princess	  is	  a	  female	  archetype	  that	  is	  as	  old	  as	  storytelling	  itself,	  and	  still	  exerts	  
influence	  on	  modern	  culture.	  The	  princess	  in	  this	  body	  of	  work	  has	  a	  spiked	  crown	  that	  
marks	  her	  as	  idealized	  yet	  dangerous	  since	  she	  is	  an	  illusionary	  figure.	  She	  represents	  the	  
over-­‐idealization	  of	  women	  that	  comes	  from	  immersion	  in	  contemporary	  media,	  stories,	  
and	  narratives.	  This	  concept	  comes	  from	  animated	  Disney	  movies	  and	  video	  games,	  both	  of	  
which	  define	  beauty	  in	  very	  narrow	  terms	  and	  often	  portray	  women	  in	  stereotypical	  
gender	  roles.	  There	  has	  recently	  been	  a	  backlash	  against	  the	  Disney	  Princess,	  as	  it	  is	  
coming	  to	  be	  seen	  more	  and	  more	  as	  an	  unhealthy	  role	  model	  for	  young	  girls	  because	  of	  the	  
heavy	  emphasis	  on	  their	  physical	  beauty.	  This	  depiction	  of	  what	  kind	  of	  woman	  is	  ideal	  also	  
affects	  the	  way	  boys	  see	  girls.	  After	  all,	  the	  hero	  of	  the	  story	  always	  ended	  up	  with	  the	  
beautiful	  young	  princess.	  Particularly	  in	  stories	  such	  as	  Snow	  White	  or	  Cinderella,	  the	  
charming	  prince	  gets	  a	  bride	  with	  barely	  any	  effort	  at	  all,	  seemingly	  as	  a	  reward	  for	  simply	  
being	  the	  male	  presence	  in	  the	  story,	  almost	  as	  if	  they	  were	  entitled	  to	  it.	  And	  even	  though	  
princes	  are	  also	  idealized	  they	  are	  so	  generic	  as	  to	  make	  them	  almost	  nonentities.	  
Cinderella’s	  story	  wouldn’t	  be	  affected	  all	  that	  much	  if	  that	  prince	  were	  switched	  with	  the	  
prince	  from	  Snow	  White	  or	  even	  an	  inanimate	  object.	  What	  happens	  because	  of	  this	  is	  the	  
“masking	  effect,”	  which	  is	  when	  a	  character	  in	  a	  story	  effectively	  becomes	  a	  placeholder	  for	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the	  viewer.	  This	  allows	  them	  to	  insert	  themselves	  into	  the	  narrative.	  It	  is	  for	  this	  same	  
reason	  that	  the	  spaceman’s	  face	  is	  hidden	  behind	  a	  helmet.	  If	  one	  examines	  the	  characters	  
in	  the	  animated	  stories	  targeted	  directly	  at	  children,	  very	  few	  of	  them	  are	  physically	  
distinct	  beyond	  their	  superficial	  characteristics,	  as	  almost	  all	  of	  them	  fit	  into	  a	  very	  narrow	  
spectrum	  of	  physical	  beauty.	  This	  effectively	  turns	  them	  into	  placeholders	  for	  any	  girls	  
watching	  these	  characters	  and	  making	  these	  stories	  wish	  fulfillment	  for	  them,	  since	  
children	  will	  generally,	  but	  not	  always,	  identify	  with	  characters	  of	  the	  same	  gender.	  Even	  
knowing	  that	  they	  are	  just	  fairy	  tales,	  this	  type	  of	  story	  still	  subconsciously	  plants	  a	  seed	  in	  
the	  mind	  that	  narrowly	  defines	  success	  and	  happiness,	  and	  introducing	  gender	  specificity	  
into	  these	  definitions.	  Even	  if	  people	  know	  that	  television,	  movies	  and	  video	  games	  aren’t	  
real	  they	  can	  subconsciously	  shape	  our	  perceptions.	  Many	  men	  and	  women	  see	  models	  on	  
the	  covers	  of	  magazines	  and	  know	  they	  are	  photoshopped	  yet	  still	  allow	  these	  unrealistic	  
images	  define	  their	  standards	  of	  beauty.	  	  
The	  Princess	  character	  shows	  the	  influence	  that	  animation	  has	  had	  on	  this	  body	  of	  
work.	  Aside	  from	  Disney,	  animation	  from	  Japan	  also	  works	  its	  way	  into	  the	  imagery.	  The	  
artist	  Takashi	  Murakami	  and	  his	  art	  movement,	  Superflat,	  have	  elevated	  pop	  culture,	  
making	  it	  acceptable	  to	  reference	  in	  fine	  art.	  The	  Superflat	  movement	  raises	  questions	  
concerning	  the	  sexual	  content	  of	  pop	  culture,	  particularly	  anime,	  where	  the	  presentation	  of	  
women	  and	  young	  girls	  can	  be	  troubling.	  In	  Western	  art,	  women	  are	  often	  reduced	  to	  a	  
decorative	  element,	  and	  in	  much	  of	  Japanese	  anime	  and	  manga,	  merely	  looking	  at	  a	  girl	  is	  
construed	  into	  a	  sexual	  act.	  Many	  erotic	  comics	  and	  cartoons	  are	  voyeuristic	  with	  no	  sex	  
occurring	  between	  the	  characters	  (Allison).	  The	  most	  popular	  video	  games	  of	  the	  nineteen	  
eighties	  came	  from	  Japan,	  which	  were	  influenced	  by	  Japan’s	  pop	  culture,	  and	  years	  later	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anime	  and	  manga	  have	  become	  mainstream	  in	  the	  West.	  It	  is	  safe	  to	  assume	  that	  the	  
attitudes	  present	  in	  these	  cultural	  products	  have	  at	  least	  subconsciously	  affected	  the	  minds	  
of	  the	  people	  who	  enjoyed	  them.	  Much	  like	  Disney	  movies	  show	  a	  prince	  effortlessly	  being	  
rewarded	  with	  a	  beautiful	  princess,	  video	  games	  often	  depict	  women	  as	  damsels	  in	  distress	  
meant	  to	  be	  rescued	  by	  the	  player.	  	  
The	  second	  female	  character	  in	  this	  body	  of	  work	  is	  the	  playboy	  bunny	  that	  
represents	  the	  physically	  attractive	  and	  desirable	  aspect	  of	  women.	  However,	  her	  costume	  
is	  modified	  in	  order	  to	  show	  that	  she’s	  not	  a	  normal	  bunny	  but	  is	  instead	  a	  distorted	  
version	  of	  reality.	  She	  often	  has	  screwdrivers	  on	  her	  head	  where	  a	  set	  of	  bunny	  ears	  should	  
be	  representing	  the	  fact	  that	  much	  of	  how	  the	  Spaceman	  sees	  her	  is	  projection	  and	  wishful	  
thinking.	  She	  is	  not	  as	  idealized,	  having	  a	  more	  natural	  figure	  as	  opposed	  to	  the	  princess	  
character	  whose	  proportions	  are	  more	  unrealistic.	  Her	  facial	  features	  are	  also	  slightly	  less	  
cartoonish.	  A	  fishnet	  motif	  that	  mimics	  her	  stockings	  covers	  various	  objects	  within	  the	  
images,	  echoing	  the	  pervasive	  nature	  of	  the	  idea	  that	  the	  bunny	  represents.	  She	  is	  the	  over-­‐
sexualized	  fantasy	  woman	  who	  doesn’t	  exist,	  but	  nevertheless	  has	  influence	  over	  people	  
who	  are	  attracted	  to	  such	  imagery.	  There	  is	  also	  nostalgia	  in	  the	  use	  of	  the	  bunny	  costume	  
that	  was	  once	  a	  scandalous	  image	  but	  is	  now	  considered	  fairly	  tame.	  Just	  as	  the	  design	  of	  
the	  Spaceman	  hearkens	  back	  to	  an	  earlier	  age,	  the	  bunny	  costume	  recalls	  an	  earlier	  time	  
when	  such	  an	  outfit	  would	  have	  been	  considered	  erotic.	  	  
The	  third	  recurring	  female	  character	  is	  the	  Space	  girl,	  who	  could	  be	  seen	  as	  the	  
female	  counterpart	  or	  even	  alter	  ego	  to	  the	  spaceman.	  She	  is	  meant	  to	  be	  the	  most	  human	  
of	  the	  three	  female	  characters,	  having	  a	  similar	  figure	  and	  face	  to	  the	  bunny	  girl.	  Her	  
costume	  is	  similar	  to	  the	  Spaceman’s	  with	  only	  minor	  differences,	  the	  most	  notable	  being	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the	  fishnet	  pattern	  on	  her	  sleeves.	  The	  overlap	  in	  appearance	  between	  the	  different	  
characters	  is	  meant	  to	  show	  that	  the	  clear-­‐cut	  boundaries	  projected	  onto	  women	  aren’t	  
necessarily	  accurate.	  The	  Spacegirl	  could	  simply	  be	  the	  playboy	  bunny	  in	  a	  different	  
costume.	  The	  Spacegirl	  is	  also	  influenced	  by	  the	  traditional	  depiction	  of	  Mary	  Magdalene,	  
who	  in	  religious	  narratives	  is	  often	  depicted	  as	  a	  repentant	  sinner.	  There	  is	  no	  solid	  
evidence	  that	  Mary	  Magdalene	  was	  anything	  like	  her	  traditional	  depiction,	  making	  the	  
image	  problematic.	  She	  is	  emblematic	  of	  someone	  who	  regrets	  something	  they’ve	  done	  or	  
the	  way	  they’ve	  lived	  their	  life,	  making	  this	  image	  very	  powerful	  despite	  its	  inaccuracy.	  Out	  
of	  all	  the	  characters	  from	  religious	  narratives,	  the	  traditional	  depiction	  of	  Mary	  Magdalene	  
is	  most	  closely	  associated	  with	  the	  idea	  of	  regret,	  atonement	  and	  redemption.	  She	  is	  the	  
personification	  of	  hope.	  In	  the	  image	  titled	  Mary	  Magdalene,	  the	  Spacegirl	  is	  shown	  with	  a	  
broken	  tablet	  or	  smartphone	  lying	  on	  the	  ground	  next	  to	  her.	  This	  is	  meant	  to	  show	  that	  
she	  has	  abandoned	  the	  influence	  of	  the	  digital	  world,	  much	  like	  the	  traditional	  Mary	  
Magdalene	  who	  abandoned	  her	  life	  of	  sin.	  	  
There	  are	  also	  references	  to	  other	  saints	  and	  other	  artworks	  from	  history	  in	  order	  
to	  place	  the	  narrative	  in	  an	  elevated	  context.	  For	  instance,	  the	  concept	  of	  a	  trio	  of	  female	  
figures	  comes	  from	  the	  idea	  of	  the	  three	  graces,	  and	  the	  idea	  of	  making	  them	  a	  progression	  
from	  immature	  to	  mature	  feelings	  about	  women	  comes	  from	  the	  image	  of	  the	  three	  ages	  of	  
women.	  Another	  image	  references	  the	  Gianlorenzo	  Bernini	  sculpture	  of	  The	  Ecstasy	  of	  Saint	  
Teresa.	  The	  art	  of	  the	  previous	  ages	  can	  be	  considered	  the	  equivalent	  of	  pop	  culture	  for	  that	  
time.	  If	  there	  had	  been	  movies	  and	  videogames	  during	  antiquity	  or	  the	  Renaissance,	  it	  is	  
more	  than	  likely	  that	  they	  would	  have	  drawn	  upon	  the	  same	  subject	  matter	  that	  they	  did	  
for	  paintings	  and	  sculpture.	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The	  religious	  context	  also	  parodies	  the	  seriousness	  with	  which	  digital	  media	  is	  
sometimes	  treated.	  Many	  people	  would	  panic	  if	  the	  electricity	  was	  cut	  off,	  and	  a	  growing	  
number	  of	  people	  feel	  they	  simply	  cannot	  live	  without	  the	  internet	  or	  their	  smartphone.	  
However,	  the	  growing	  attachment	  to	  these	  things	  is	  becoming	  justifiable.	  These	  things	  are	  
quickly	  becoming	  essential	  to	  functioning	  in	  a	  modern	  society,	  and	  as	  a	  social	  species	  a	  loss	  
of	  connection	  to	  others	  can	  be	  devastating.	  	  
By	  juxtaposing	  the	  mundane	  and	  the	  fantastical	  this	  body	  of	  work	  seeks	  to	  narrow	  
the	  distance	  between	  the	  ideal	  world	  and	  real	  life.	  Referencing	  stories	  from	  mythology,	  
religion	  and	  art	  history	  and	  creating	  a	  new	  context	  makes	  them	  more	  accessible.	  	  A	  lot	  
higher	  motives	  could	  actually	  be	  Freudian	  in	  nature	  and	  everything	  humans	  do	  is	  related	  to	  
our	  biology	  instead	  of	  anything	  higher.	  The	  deconstruction	  of	  elements	  usually	  considered	  
transcendent	  allows	  for	  the	  possibility	  that	  people	  act	  the	  way	  they	  do	  because	  of	  their	  
humanity,	  bringing	  a	  world	  that	  seems	  far	  away	  within	  our	  reach,	  as	  well	  as	  elevating	  the	  
everyday	  world	  and	  the	  digital	  media	  that	  play	  such	  a	  large	  role	  in	  it.	  	  
	  




I	  instinctually	  draw	  and	  sketch	  without	  thinking	  or	  planning	  ahead,	  and	  then	  choose	  
the	  images	  that	  best	  represent	  an	  idea.	  Once	  I	  have	  chosen	  the	  image,	  I	  then	  try	  to	  decipher	  
what	  I	  was	  thinking	  about	  when	  I	  made	  it.	  It’s	  similar	  to	  reverse	  engineering	  my	  mental	  
world,	  filled	  with	  strange	  figures,	  creatures	  and	  environments,	  similar	  to	  psychoanalysis	  or	  
dream	  analysis.	  I	  work	  to	  add	  elements	  relating	  to	  the	  meanings	  of	  the	  objects	  or	  scenes	  
that	  I	  create	  in	  order	  to	  imply	  a	  narrative.	  I	  prefer	  my	  work	  to	  be	  slightly	  mysterious	  upon	  
first	  glance.	  The	  mystery	  I	  put	  into	  my	  work	  isn’t	  just	  for	  the	  viewers,	  it’s	  also	  for	  myself.	  
Sometimes	  I	  want	  to	  make	  a	  piece	  with	  some	  mystery	  for	  me	  to	  enjoy.	  
Creating	  the	  image	  often	  involves	  a	  back	  and	  forth	  between	  instinctively	  drawing	  
whatever	  comes	  to	  mind	  and	  stepping	  back	  to	  intellectually	  consider	  the	  meaning	  of	  the	  
things	  I	  have	  put	  on	  paper.	  This	  is	  also	  representative	  of	  two	  opposing	  aspects	  of	  my	  
personality,	  the	  part	  of	  me	  that	  enjoys	  ideas,	  critical	  thinking	  and	  planning	  ahead	  in	  order	  
to	  make	  sure	  that	  everything	  is	  going	  as	  planned,	  and	  the	  other,	  impatient	  side	  that	  hates	  
having	  to	  plan	  at	  all,	  and	  wants	  nothing	  more	  than	  the	  instant	  gratification	  of	  mindlessly	  
barreling	  full	  steam	  ahead	  and	  doing	  whatever	  I	  want	  in	  that	  moment.	  In	  some	  ways,	  this	  is	  
much	  like	  my	  art	  background	  as	  well	  since	  printmaking	  requires	  you	  to	  be	  very	  process	  
oriented	  and	  plan	  ahead	  accordingly	  in	  order	  to	  get	  the	  best	  results.	  Drawing,	  while	  also	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being	  process	  oriented,	  allows	  you	  to	  be	  very	  expressive	  and	  spontaneous.	  With	  the	  way	  I	  
create	  images,	  a	  lot	  of	  elements	  and	  motifs	  end	  up	  repeating	  themselves,	  and	  I	  often	  begin	  
with	  these	  repeating	  elements	  to	  figure	  out	  what	  is	  really	  on	  my	  mind.	  	  
The	  process	  used	  for	  this	  body	  of	  work	  was	  etching,	  using	  plates	  of	  copper	  flashing	  
which	  are	  thinner	  than	  normal	  copper	  plates.	  Spray	  paint	  was	  used	  to	  create	  an	  aquatint	  on	  
the	  plate	  in	  order	  to	  create	  areas	  of	  value	  without	  the	  need	  to	  use	  an	  etching	  needle.	  	  
The	  copper	  plate	  was	  first	  used	  as	  a	  matrix	  for	  printing	  a	  color	  without	  any	  ground	  
on	  it	  before	  being	  etched.	  The	  same	  plate	  was	  used	  to	  print	  each	  layer	  of	  color	  so	  that	  they	  
would	  all	  be	  the	  same	  size	  and	  register	  correctly.	  After	  printing	  the	  desired	  number	  of	  
prints,	  a	  hard	  or	  soft	  ground	  was	  applied	  to	  the	  plate.	  The	  surface	  of	  the	  plate	  was	  then	  
abraded	  with	  an	  etching	  needle,	  exposing	  the	  metal	  underneath.	  After	  the	  image	  was	  
completed,	  the	  plate	  was	  etched	  by	  placing	  it	  in	  an	  acid	  bath	  consisting	  of	  ferric	  chloride	  for	  
copper	  plates	  and	  a	  saline	  sulfate	  bath	  for	  zinc.	  For	  copper,	  the	  plate	  was	  left	  in	  the	  acid	  
bath	  between	  forty-­‐five	  minutes	  and	  an	  hour	  and	  a	  half.	  	  Zinc	  plates	  can	  be	  etched	  much	  
faster,	  usually	  taking	  only	  five	  or	  six	  minutes.	  Although	  copper	  takes	  longer	  it	  allows	  finer	  
lines	  to	  be	  etched.	  The	  longer	  etch	  time	  allows	  more	  control	  when	  creating	  an	  aquatint.	  
Various	  materials	  were	  used	  as	  a	  resist	  in	  order	  to	  create	  a	  highlight	  within	  a	  very	  light	  
aquatint.	  Litho	  crayons	  and	  liquid	  tusche	  are	  greasy	  materials	  normally	  used	  for	  
lithography,	  but	  when	  painted	  onto	  the	  copper	  plate	  stopped	  out	  areas	  that	  would	  not	  be	  
bitten	  by	  acid.	  Once	  these	  areas	  were	  protected,	  spray	  paint	  was	  used	  to	  create	  a	  light	  
aquatint,	  and	  the	  plate	  was	  placed	  into	  the	  acid	  for	  a	  small	  amount	  of	  time	  in	  order	  to	  
create	  a	  light	  grey	  tone	  on	  the	  entire	  image	  except	  in	  the	  highlighted	  areas.	  Once	  this	  
middle	  value	  is	  achieved,	  a	  sugar	  lift	  technique	  is	  used	  to	  create	  dark	  areas.	  The	  sugar	  lift	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technique	  involves	  using	  a	  mixture	  of	  syrup,	  dish	  soap	  and	  India	  ink	  painted	  directly	  onto	  
the	  copper	  plate	  in	  the	  areas	  where	  an	  aquatint	  is	  desired.	  The	  aquatint	  can	  be	  applied	  
before	  or	  after	  the	  sugar	  lift	  is	  painted	  on.	  Once	  all	  of	  the	  areas	  are	  painted,	  soft	  ground	  is	  
applied	  to	  the	  plate.	  The	  plate	  is	  then	  immersed	  in	  a	  bath	  of	  warm	  water	  once	  the	  ground	  
has	  dried.	  After	  several	  minutes,	  the	  sugar	  begins	  to	  dissolve,	  and	  the	  ground	  that	  is	  on	  top	  
of	  the	  sugar	  begins	  to	  come	  off	  of	  the	  plate	  as	  well,	  leaving	  only	  the	  painted	  areas	  of	  the	  
plate	  exposed.	  These	  exposed	  areas	  create	  an	  aquatint	  that	  is	  used	  to	  create	  the	  darkest	  
areas	  in	  the	  print.	  	  
After	  removing	  the	  plate	  from	  the	  acid	  bath	  the	  acid	  is	  rinsed	  off	  and	  the	  ground	  is	  
removed,	  making	  it	  ready	  to	  print.	  Ink	  is	  applied	  to	  the	  plate	  and	  wiped	  it	  off	  with	  paper	  
towels	  or	  newsprint,	  so	  that	  ink	  only	  remains	  in	  the	  incised	  lines.	  After	  inking	  the	  plate,	  
another	  batch	  of	  ink	  is	  rolled	  onto	  the	  plate,	  creating	  another	  layer	  of	  color	  on	  the	  raised	  
areas	  of	  the	  surface.	  After	  rolling	  the	  second	  color	  onto	  the	  plate,	  that	  color	  is	  wiped	  away	  
in	  specific	  areas	  in	  the	  same	  way	  that	  ink	  is	  removed	  when	  creating	  a	  reductive	  monotype.	  
When	  this	  second	  color	  is	  printed	  on	  top	  of	  the	  previous	  color,	  the	  areas	  that	  were	  wiped	  
away	  will	  remain	  the	  color	  of	  the	  first	  layer,	  creating	  a	  multiple	  color	  print	  using	  only	  one	  
plate.	  This	  usually	  works	  best	  if	  the	  first	  layer	  of	  color	  is	  already	  dry.	  	  The	  colors	  chosen	  
would	  usually	  be	  something	  that	  contrasted.	  If	  the	  first	  layer	  is	  a	  cool,	  light	  color,	  the	  
second	  color	  is	  usually	  something	  darker	  and	  warmer,	  although	  subtle	  combinations	  of	  
color	  work	  just	  as	  well	  and	  evoke	  an	  entirely	  different	  mood.	  	  
	   Drawings	  done	  on	  large	  pieces	  of	  grey	  photo	  backdrop	  paper	  were	  included	  in	  the	  
thesis	  exhibition.	  These	  drawings	  showcase	  a	  large	  aspect	  of	  the	  process.	  A	  useful	  exercise	  
is	  to	  simply	  draw	  without	  thinking.	  The	  end	  result	  is	  an	  image	  that	  is	  filled	  with	  images	  and	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ideas	  that	  have	  materialized	  without	  any	  kind	  of	  filter.	  This	  process	  emerged	  from	  the	  habit	  
of	  drawing	  on	  the	  backs	  of	  receipts	  in	  ballpoint	  pen	  from	  stores	  and	  restaurants,	  and	  helps	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CONCLUSION	  
	  
While	  other	  people	  who	  want	  adventure	  have	  to	  find	  it	  in	  the	  creations	  of	  others,	  I	  
can	  create	  worlds	  and	  adventures	  of	  my	  own,	  filled	  with	  whatever	  and	  whoever	  I	  want.	  By	  
referencing	  things	  from	  my	  own	  life	  and	  childhood	  including	  the	  videogames	  I	  played	  and	  
cartoons	  that	  I	  have	  watched	  as	  well	  as	  the	  imaginative	  flights	  of	  fancy	  that	  I	  have	  had	  over	  
the	  years	  and	  juxtaposing	  them	  with	  high	  art	  and	  narratives	  from	  throughout	  history,	  I	  
seek	  to	  elevate	  these	  things	  to	  the	  same	  level.	  I	  bring	  light	  to	  these	  things	  because	  they	  are	  
just	  as	  important	  to	  me	  as	  all	  of	  the	  paintings	  and	  narratives	  of	  the	  previous	  eras	  were	  to	  
the	  people	  who	  first	  saw	  and	  heard	  them.	  Rather	  than	  being	  entranced	  in	  a	  narrative	  
outside	  of	  myself,	  I	  can	  try	  to	  reconcile	  the	  tension	  between	  fantasy	  and	  reality	  by	  creating	  
a	  narrative	  of	  my	  own,	  and	  at	  the	  very	  least	  recognize	  it	  for	  what	  it	  is,	  and	  celebrate	  the	  
positive	  aspects	  of	  it.	  Although	  I	  have	  always	  perceived	  myself	  as	  strange	  and	  viewed	  
myself	  in	  a	  negative	  light,	  this	  body	  of	  work	  takes	  what	  is	  always	  thought	  of	  as	  a	  weakness,	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Figure	  1.	  I	  Wish	  I	  Was	  Special	  
Zinc	  plate	  etching	  on	  Rives	  BFK	  
9”	  x	  12”,	  2014	  
	  
This	  print	  depicts	  a	  wheelchair	  in	  the	  foreground	  and	  a	  spaceman	  far	  in	  the	  
background,	  and	  was	  an	  early	  attempt	  to	  represent	  a	  feeling	  of	  helplessness	  and	  being	  
broken.	  Instead	  of	  putting	  lots	  of	  different	  symbols	  into	  the	  composition,	  one	  object	  is	  
imbued	  with	  meaning	  and	  emotion.	  The	  large	  light	  area	  above	  the	  wheelchair	  creates	  the	  
feeling	  of	  a	  presence	  or	  spirit,	  and	  was	  achieved	  by	  using	  aquatint	  to	  completely	  protect	  
that	  area	  of	  the	  plate.	  The	  title	  refers	  to	  the	  idea	  of	  calling	  someone	  handicapped	  special,	  
and	  also	  the	  desire	  of	  everyone	  who	  feels	  inadequate	  to	  be	  somebody	  unique	  and	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Figure	  2.	  Missed	  Connection	  
Zinc	  plate	  etching	  on	  Rives	  BFK	  
9”	  x	  12”,	  2014	  
	  
This	  image	  depicts	  a	  giant,	  winged	  light	  socket	  and	  a	  wandering	  man	  in	  a	  modified	  
diving	  suit	  attempting	  to	  repair	  part	  of	  himself	  with	  a	  screwdriver.	  The	  light	  socket	  is	  a	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Figure	  3.	  Take	  My	  Breath	  Away	  
Zinc	  plate	  etching	  on	  Rives	  BFK	  
12”	  x	  9”,	  2014	  
	  
	  
This	  image	  shows	  a	  giant	  gasmask,	  floating	  in	  a	  space-­‐like	  void,	  accompanied	  by	  
another	  diving	  suit.	  The	  gasmask	  is	  another	  device	  like	  the	  spaceman’s	  suit,	  in	  it	  that	  
protects	  the	  wearer,	  but	  also	  obscures	  their	  identity	  and	  separates	  them	  from	  the	  rest	  of	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Figure	  4.	  Holy	  Family	  
Copper	  etching	  and	  relief	  stencil	  on	  Rives	  BFK	  
14”	  x	  11”,	  2014	  
	  
This	  image	  shows	  three	  of	  the	  characters	  that	  regularly	  appear	  in	  this	  body	  of	  work,	  
the	  spaceman,	  playboy	  bunny	  and	  turtle.	  Here	  they	  are	  shown	  huddled	  around	  one	  another	  
like	  a	  family,	  with	  buttons	  from	  an	  old	  video	  game	  controller	  forming	  halos	  around	  their	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Figure	  5.	  Gifts	  of	  the	  Magi	  
Copper	  etching	  and	  relief	  monotype	  on	  Rives	  BFK	  
14”	  x	  11”,	  2014	  
	  
This	  image	  shows	  a	  parody	  of	  a	  traditional	  religious	  image,	  the	  three	  wise	  men	  from	  
traditional	  nativity	  scenes.	  The	  title	  comes	  from	  the	  fact	  that	  the	  three	  wise	  men	  here	  are	  
characters	  from	  video	  games	  that	  are	  also	  known	  as	  mages.	  Instead	  of	  the	  traditional	  gifts,	  
these	  mages	  are	  bringing	  video	  game	  consoles.	  The	  nativity	  scene	  also	  references	  
Christmas	  as	  a	  time	  when	  many	  children	  were	  first	  introduced	  to	  their	  first	  video	  game	  
systems.	  The	  choice	  to	  use	  gold	  ink	  in	  parts	  of	  the	  image	  was	  an	  influence	  of	  Gustav	  Klimt	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Figure	  6.	  Mary	  Magdalene	  
Copper	  etching	  on	  Rives	  BFK	  
4”	  x	  6”,	  2014	  
	  
This	  image	  depicts	  one	  of	  the	  three	  recurring	  female	  characters,	  the	  Spacegirl.	  She	  is	  
portrayed	  as	  a	  variant	  of	  the	  traditional	  image	  of	  Mary	  Magdalene,	  whose	  attributes	  include	  
weeping	  and	  a	  jar	  of	  ointment.	  She	  is	  still	  weeping,	  but	  her	  jar	  of	  ointment	  has	  been	  
replaced	  by	  a	  bottle	  of	  lotion.	  Lying	  on	  the	  ground	  next	  to	  her	  is	  a	  touch-­‐screen	  tablet	  with	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Figure	  7.	  Easter	  Bunnies	  
Copper	  etching	  on	  Rives	  BFK	  
6	  ½”	  x	  4”,	  2014	  
	  
This	  image	  delves	  further	  into	  the	  idea	  of	  the	  Spacegirl	  as	  Mary	  Magdalene,	  
depicting	  a	  traditional	  Easter	  story.	  In	  the	  original	  story	  three	  women	  including	  Mary	  
Magdalene	  came	  to	  the	  tomb	  of	  Jesus,	  and	  found	  it	  empty.	  The	  Princess,	  Bunny,	  and	  
Spacegirl	  fill	  the	  roles	  of	  the	  women	  in	  the	  original	  story.	  The	  empty	  tomb	  is	  replaced	  by	  an	  
electrical	  socket,	  which	  symbolizes	  the	  importance	  of	  connection	  and	  equating	  it	  with	  an	  
almost	  religious	  significance.	  The	  socket	  is	  floating	  in	  a	  background	  made	  up	  of	  a	  turtle	  
shell	  motif,	  which	  represents	  withdrawal	  or	  isolation.	  The	  juxtaposition	  of	  the	  turtle	  shell	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Figure	  8.	  The	  Good,	  the	  Bad,	  and	  the	  Ugly	  
Copper	  etching	  on	  Rives	  BFK	  
6”	  x	  6”,	  2014	  
	  
This	  image	  shows	  the	  three	  female	  characters	  having	  a	  gunfight.	  The	  title	  refers	  to	  
the	  film	  The	  Good,	  the	  Bad,	  and	  the	  Ugly,	  which	  climaxes	  in	  a	  three-­‐person	  gunfight.	  The	  
image	  also	  references	  the	  classical	  images	  of	  the	  three	  graces,	  where	  two	  of	  the	  women	  are	  
looking	  forward	  and	  one	  has	  her	  back	  turned	  on	  the	  viewer.	  This	  print	  is	  meant	  to	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Figure	  9.	  You	  Give	  Love	  a	  Bad	  Name	  
Copper	  etching	  on	  Rives	  BFK	  
4”	  x	  6	  ½”,	  2014	  
	  
This	  image	  serves	  as	  a	  follow-­‐up	  to	  “The	  Good,	  the	  Bad,	  and	  the	  Ugly,”	  showing	  the	  
aftermath	  of	  the	  gunfight	  between	  the	  three	  female	  characters.	  The	  Spacegirl	  stands	  
victorious	  over	  the	  princess	  in	  a	  pose	  modeled	  on	  the	  Gianlorenzo	  Bernini	  sculpture	  The	  
Ecstasy	  of	  St.	  Teresa.	  This	  print	  is	  meant	  to	  represent	  the	  ultimate	  triumph	  of	  realistic	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Figure	  10.	  Freudian	  Slip	  
Copper	  etching	  on	  Rives	  BFK	  
4”	  x	  6”,	  2014	  
	  
This	  image	  shows	  a	  playboy	  bunny	  with	  a	  light	  socket	  for	  a	  head	  wielding	  a	  stylized	  
chainsaw	  and	  using	  it	  to	  cut	  down	  a	  light	  pole.	  This	  print	  is	  meant	  to	  represent	  the	  power	  
that	  an	  over-­‐sexualized	  image	  can	  have	  on	  our	  ability	  to	  connect	  and	  communicate,	  as	  well	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Figure	  11.	  Man	  Cave	  
Copper	  etching	  on	  Rives	  BFK	  
24”	  x	  18”,	  2014	  
	  
This	  image	  shows	  a	  first-­‐person	  view	  from	  the	  Spaceman’s	  perspective,	  depicting	  
his	  everyday	  world.	  The	  various	  digital	  media	  represent	  the	  devices	  he	  uses	  to	  disconnect	  
from	  the	  world	  and	  from	  other	  people	  as	  a	  coping	  mechanism	  for	  the	  difficulties	  of	  
interpersonal	  interaction.	  Various	  toys	  and	  games	  fill	  his	  space,	  while	  the	  playboy	  bunny	  
sits	  only	  a	  few	  feet	  away,	  also	  disconnected.	  The	  turtle	  sits	  in	  a	  wheelchair,	  dead	  of	  neglect,	  
referencing	  the	  film	  Trainspotting,	  a	  story	  about	  addiction	  and	  escaping	  into	  a	  world	  of	  
addiction.	  In	  the	  background,	  there	  are	  posters	  and	  figurines	  of	  girls	  that	  an	  immature	  
person	  would	  find	  desirable	  to	  the	  exclusion	  of	  more	  realistic	  women.	  This	  image	  is	  a	  
representation	  of	  the	  adolescent	  fantasy	  world	  that	  is	  perpetuated	  by	  pop	  culture	  and	  mass	  
media.	  The	  title	  refers	  to	  the	  practice	  of	  having	  a	  separate	  space	  in	  the	  home	  in	  which	  a	  
man	  can	  indulge	  in	  his	  own	  interests,	  usually	  implying	  something	  immature	  that	  he	  doesn’t	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Figure	  12.	  Refraction	  
Copper	  etching	  on	  Rives	  BFK	  
11”	  x	  14”,	  2014	  
	  
This	  image	  shows	  the	  Spacegirl	  in	  another	  reference	  to	  Mary	  Magdalene,	  from	  the	  
various	  paintings	  by	  Georges	  de	  la	  Tours.	  Instead	  of	  contemplating	  her	  image	  in	  a	  mirror,	  
the	  Spacegirl	  is	  looking	  into	  the	  reflection	  of	  a	  television	  set.	  This	  represents	  the	  influence	  
that	  media	  can	  have	  on	  our	  self-­‐image.	  Instead	  of	  resting	  her	  hand	  on	  a	  skull,	  contemplating	  
death	  and	  the	  afterlife,	  she	  lays	  her	  hand	  on	  a	  turtle,	  which	  represents	  insecurity	  in	  these	  
prints.	  This	  is	  meant	  to	  infuse	  a	  second	  meaning	  into	  the	  turtle	  character	  and	  equating	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Figure	  13.	  The	  Final	  Frontier	  
Copper	  etching	  and	  relief	  monotype	  on	  Rives	  BFK	  
6”	  x	  4”,	  2014	  
	  
This	  image	  shows	  the	  Spaceman	  attempting	  to	  engage	  in	  a	  sex	  act	  with	  two	  playboy	  
bunnies.	  One	  is	  on	  a	  bed,	  interested,	  and	  the	  other	  is	  not.	  The	  title	  references	  the	  idea	  that	  
for	  a	  certain	  segment	  of	  the	  male	  populace,	  this	  is	  perceived	  to	  be	  the	  ultimate	  achievement	  
and	  the	  peak	  possibility	  of	  men’s	  sex	  lives,	  and	  as	  such	  plays	  a	  large	  role	  in	  the	  fantasy	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Figure	  14.	  Somebody	  for	  Everyone	  
Copper	  etching	  and	  relief	  monotype	  on	  Rives	  BFK	  
6”	  x	  4”,	  2014	  
	  
This	  image	  shows	  the	  Spaceman	  character	  building	  a	  series	  of	  mannequins.	  This	  
print	  represents	  the	  idea	  of	  wanting	  something	  artificial,	  as	  well	  as	  the	  idea	  that	  our	  ideals	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Figure	  15.	  Never	  Settle	  
Copper	  etching	  on	  Rives	  BFK	  
4”	  x	  4”,	  2013	  
	  
This	  image	  depicts	  the	  Spaceman	  holding	  a	  female	  figure	  constructed	  of	  two	  lower	  
torsos	  attached	  at	  the	  waist,	  performing	  a	  sexual	  act.	  In	  the	  background	  is	  a	  television	  set	  
showing	  a	  woman	  moaning	  with	  pleasure,	  while	  in	  the	  foreground	  various	  parts	  of	  
mannequins	  and	  tools	  lie	  on	  a	  table.	  This	  is	  a	  representation	  of	  an	  inner	  life	  that	  has	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Figure	  16.	  The	  Divine	  Comedy	  
Drawing	  on	  photo	  backdrop	  paper	  
54”	  x	  60”,	  2013	  
	  
This	  image	  is	  a	  stream	  of	  consciousness	  style	  drawing	  that	  was	  done	  without	  
planning	  or	  sketching	  beforehand	  as	  a	  way	  of	  exploring	  imagery	  and	  symbols,	  and	  was	  one	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Figure	  17.	  Three	  Graces	  
Mixed	  Media	  on	  photo	  backdrop	  paper	  
54”	  x	  47”,	  2013	  
	  
This	  image	  shows	  three	  dark	  figures	  layered	  on	  top	  of	  a	  series	  of	  screwdrivers	  and	  
other	  tools,	  with	  three	  different	  spacegirl	  figures	  at	  the	  bottom.	  This	  is	  another	  exploration	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Figure	  18.	  Virgin	  Mary	  
Mixed	  Media	  on	  photo	  backdrop	  paper	  
54”	  x	  43”,	  2013	  
	  
This	  image	  shows	  a	  chaotic	  scene	  filled	  with	  monsters,	  with	  a	  faint	  image	  of	  a	  
woman	  drawn	  in	  white	  that	  is	  barely	  visible.	  This	  represents	  the	  idea	  that	  despite	  chaos	  
and	  negative	  emotion	  there	  is	  a	  potential	  for	  goodness	  and	  meaning	  in	  the	  things	  that	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Amano, Yoshitaka. Amano: the complete prints of Yoshitaka Amano. New York, NY: 
Harper Design International, 2003. Print.	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VITA	  
Brad	  Luke	  was	  born	  in	  Louisville,	  Mississippi,	  on	  October	  2,	  1980.	  He	  grew	  up	  around	  
Preston,	  Mississippi,	  and	  always	  had	  an	  interest	  in	  art,	  particularly	  drawing.	  He	  was	  also	  an	  
avid	  video	  game	  fan,	  which	  continues	  to	  influence	  his	  artwork.	  After	  graduating	  high	  school	  
and	  going	  to	  junior	  college	  for	  a	  couple	  of	  years,	  he	  eventually	  found	  himself	  studying	  art	  at	  
Mississippi	  State	  University.	  It	  was	  at	  MSU	  where	  fell	  completely	  in	  love	  with	  drawing	  the	  
human	  figure,	  taking	  several	  classes	  during	  his	  time	  there,	  eventually	  earning	  a	  BFA	  with	  
an	  emphasis	  in	  drawing	  in	  2005.	  After	  having	  a	  show	  at	  the	  Meridian	  Museum	  of	  Art	  in	  
2010,	  he	  began	  studying	  printmaking	  at	  the	  University	  of	  Mississippi	  a	  year	  later.	  At	  the	  
University	  of	  Mississippi,	  he	  held	  assistanceships	  and	  had	  the	  opportunity	  to	  teach	  a	  
printmaking	  class,	  as	  well	  as	  receiving	  the	  Roy	  Frank	  Finger	  Memorial	  Award.	  Mr.	  Luke	  has	  
no	  idea	  what	  his	  plans	  are	  after	  graduate	  school,	  only	  that	  he	  hopes	  to	  have	  the	  opportunity	  
to	  teach	  art	  and	  hone	  his	  craft	  as	  well.	  	  
	  
	  
	  
